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“Ramming Speed, Mr. Sulu” 


With the Playstation enjoying huge amounts of success here on US 
shores, it’s becoming apparent that we are on the verge of several problems, 
that if not corrected, will severely dent the armor of the industry. 

The first is obvious; competition. Sega is pretty much warming the 
bench until next year, when the US version of the Katana will be released. 
That leaves Sony and Nintendo to win the hearts and dollars of gameplayers 
everywhere. The problem is, a lot of hearts have been broken already. 

Nintendo 64 1s in it’s most harmful state yet. It’s main hard hitters, 
Zelda 64 and Mission Impossible, have been pushed back so many times 
that one ponders if they are ever going to be released. And if they are, will 
they follow the same path as other ill-fated late arrivals, like X-Men: COTA 
PS and Jeopardy 64? 

Nintendo must worry about being realistic. They claim that they 
sold x amount of units and have all these “million seller’ games, but what 
they don’t see is the used market, in which players trade in the crap they 
don’t want. Last month, Nintendo 64’s, when compared to Playstation 
trade-ins, were outnumbered 5 to 1. That’s 5 N64’s for every Playstation 
sold back. Quite scary for the company who just years before was the 
household name with the NES. 

If Sony thinks they have nothing to worry about, they’re wrong. 
The Playstation’s limited RAM problem is becoming very prominent in the 
last few months. From the 2D fighters like X-Men and X-Men Vs Street 
Fighter being slaughtered, to the loading time some sports games take, the 
PS needs a RAM card, and if Sony wants to milk the system for it’s worth, 
as they seem to be doing, they need the RAM now. Even Namco, Sony’s in- 
house master coders, had to slightly re-work 7ekken 3 to fit. The 
Playstation has enjoyed the easy way out for two years, but it’s going to 
need a helping hand to make it through the rest of the “98-°99 season. 
Otherwise, we may be back to those ‘shoulda-woulda-coulda’ conversions 
that lived on the 16 Bit and 8 Bit systems. 

So will the problems rectify themselves, or are we headed towards 
another video game blunder? That depends. The Playstation is making a 
steady path to that big monopoly-style hold on the market, and if 
Nintendo’s not careful, will blow the 64 away before it finally has a chance 
to mature. It’s not that far-fetched, friends. 

Just ask Sega. 


Letter From the Editor 


Jason Dvorak 
Editor In Chief 


~ Table of Contents: 
Letter From the Editor...2 


Rave. N@w5... :e.c2iccecieces 3 

R6VIEWS oc 4 
Cover Feature... 7 
A Closer Look....... mee. ee 


~ Ranting And Raving....10_ 
GR: On Assignment... 


ee a i ey 


ee 


RAS NR EROS GEG STAI BENS INTO ETE OURAN 


ee ee od 


weer nes 


‘ 
2 
Ms 
s 


GAME SHARK: 
The Sequel? 


Interact (Datel) has pulled all 
the stops and created the 
ultimate cheat device. Dubbed 
the Gameshark V.2.00, this 

iS an obvious response to 
Sony’s constant sercurity 
updates on the PSX hardware. 
One of several notable 
features is the ability to edit a 
save icon, and a strong 
possibility (not guarantee) of 
import compatibility. Currently 
available now. (check the box/ 
contents for a sticker 

marked, ‘v.2.0’.) 


PSX PDA 


Sony of Japan has created a 
PSX PDA similar to the 
Tamogotchi in size and basic 
function. Powered on a 32-bit 
processor, fitted with five 
buttons and a mini speaker, 
this could potentially use 
memory cards to store info 
and allow you to play special 
games on the go. 


“Oh my God! They’re 
Gonna Kill 
another licence!” 
Acclaim has bought the rights 


to create game based upon 
the South Park franchise. 


Gran Turismo’s 
US Version gets a Tune Up 


Gran Turismo seems to be 
getting the royal treatment. 
Rumor has it that at least 140 
of Japan’s 146 cars will be 
present, as well as some new 
models. Of course, the 
music will be changed to show 
a more fitting ‘Western 

flare,’ less gravity, (for more 
aerial dynamics) and it 

will still be Dual-Shock com- 
patible. 


Bill Bandicoot? 
File this one under ‘What the 
#%*@!?’:” Sony and Microsoft 
join forces; Sony gets the Windows 
CE o/s, Microsoft has rights to their 
‘home entertainment products.’ 


Rescue Deleted File! 
Apparently you can restore a 
deleted game from the memory 
card if you never leave the 
manager. Press L1+L2+R1+R2 
and it should reappear. You must 
press the buttons before the 
movement is (the icon zooming 
out/others moving into place) 
complete. Woala! Restored save 
data. (This is supposedly a 
feature the PSX 
always had, but Sony never 
bothered to tell any U.S. gamers 
about it.) 


Shocking News 


sony finally sets a date for the 
U.S. arrival of the Dual Shock: 
Early/Mid May. 


Nintendo Release Dates 
Stretched to Limits 


Rumor has it that Nintendo plans 
to spread out the release 

dates of its up and coming titles 
as far apart as possible. 

Kernal of truth: Zelda 64 
currentely slated for a late 
November/December release, 
with Mario 64 2 a 3rd quarter 

‘99 .(probable) 


NINTENDOS 


Following the lead of the already sold 


out 8T, the vaporwarez boys at 


Nintendo have struck again. The new 


Invisiboy, a colorless, odorless, 
completely see-thru portable will hit 


the market in a month. All GameBoy 


games will be compatible with the 
device. When asked how the game 
player would be able to find the cart 
slot on this rather odd color choice, 
our Representitive smiled, and said, 
“Tsn’t it clear?” 


Blunted Edge for Katana 


Take this with a grain of salt: 
Reportedly few retailers are 
willing to give Sega another 
chance to take them to the 
cleaners with the pending 
Katana system. Looks like 
another Saturn limited distribu- 
tion mistake all over again. 
Hopefully this is far from the 
case. 


Retractions 

Game Rave wants to take the 
time to fix several problems that 
were discovered in past issues 
of the magazine: 
Darkness-apology to From 
Software for calling them a 
small developer. 

-apology for a less than ad- 
equate cover last month. 
Ghost-Apology to the sistas 
that might have mis-understood 
the last line in his review. (It's a 
black thing.) 
Dangerboy-Acknowledgement 
of earlier titles with in- game 
memory managers. 

(Forgot about Assault Rigs, 
Blood Omen, Wipeout 1-XL, 
etc. ) 

All whom reviewed X vs. SF 
EX: Acknowledgement of ability 
to swap fighters with a secret 
code and limitation, points 
added to previous scores, then 
taken away due to the stupidity 
of it all. 


INVISIBOY! 


Note the specially designed 3D 
screen on the new Invisiboy. 


REVIEWS 


G =Graphics 

M = Music 

S =Sound Effects 
Ga = GamePlay 

C Control 

R =Replay Value 


| MENACE 


Overall Review 


‘DANGERBoy | DARKNESS 
JUST KEVIN GHOST 


THE COLLECTOR 


Let me say this now and let the world, 
know: I have never been a fan of _ 
_| Gundam. I have already played/slaved 
~ fover/worshipped the greatest mech 
sim on the planet (Armored Core). 
Now, with that been said, I think this 
game has definately advanced beyond 
_ {the first offering. But is it even worthy 

{to touch the barrel of the mighty 
Karasawa? No. Yes, this game has 
{some of the best 2-D animation ever 
_}seen.on a PSX. Yes, there are some 

| very nice supers, special moves, and 
| other little tidbits that are admirable. 
BUT, this game is still a tap-party, 
si leaving skill and strategy on the back 
gE R 40 door. There is a nice selection of 

: i characters, but if onty a few of them 

carr hope to last a fight, what’s the 
| point? That and the damage system is 
af } bunk. Thanks, but no thanks, Bandai. 


Another fighting game, 
just what we need. Well, 
as always I try not to go 
into anything in life with 
preconceived notions, but 
| I was let down again. The 
| concept is cool, with the 
} various mech warriors 
and the graphics are very 
U1! sharp and colorful. Game 
|| play on the other hand is 
.. | standard rapid button 
| pushing and very boring 
| after a few minutes. 


Not much can really be 
said about Gundam 2 
because it’s almost 

" exactly like the first game. 
|} Don’t get me wrong, I 

| love this game. It has a 

| few combos now and 

| some of the phatest super 
_| moves I’ve ever seen! 
There are also some new 

| additions to the Gundam 
line up but honestly, you 

| probably won’t notice 

_| them because the normal 
4 | Gundams just got a lot 

J more cooler. 


Bandai (Japan) 
1-2 Players 

Robot Fighting 
1 Block _ 


| Compared to part 1, The graphics 


‘Bushido Blade?" 


|| SquareSoft/Light Weight 
|| 1-2 Players. 

|| Swordplay 

B| 1 Block 


Analog Controller 


BB is still the only REAL 3D 
fight series next to Tobal. This 


| newest incarnation does justice 
{ to the first. The goods are more 


characters, two clans, a choice 


between perspectives in every 1 ] 


player mode, better graphics, 
and revamped story mode with 


| a sweet 2 player ‘tournament’ 


mode and two modes of 


| practice. The gripes are the loss 


of a middle attack button, 
shrunk arenas, and less body 
damage. Also, they took out 


| Analog Mode! What the heck?! 


Despite those gripes, this is still 
one of the finest games, and 
personally, I think this kills 


|} Tekken 3. But that’s just me. 


It took EA four tries but, 


they finally got it right! 
NFS3 actually does the 
series some justice. Of 
course ithas Time Trial 
and Vs. Mode but, it also 
has a Hot Pursuit mode 
where you and one 
opponent are bring chased 
by the police! Believe me 
it’s not easy; especially 


when the cops start 
- ganging up on you and use 


tire spikes and road 


1 blocks. This option alone 
} warrants at least a rental. 


I wasnt a big fan of Bushido 
Blade but this one might put 
me on the bandwagon. The 


4 one thing that was better on 
\ the first was you could run 


forever, but they cut that out. 


Other than that you can get 
i secret characters, you start 
off with more characters and 
| you can actually survive a 
few hits. Some characters 


can even hold two swords 


which is a great idea. The 
| control is still the same as 
the first so if you liked the 
| first you should like this one 
} even better. 


This game is pretty good 
the part that I played but it 
could look better . Im not 


" going to say it’s the best 
but it’s definitly not the 


worst. The pursuit mode is 


actully the best part of the 


game and the tracks are 


_very long. I really couldn’t 
| get into the championship 
| mode much because the 


‘cops were not on my tail 


} giving chase. It’s decent 
| all around but I wouldnt 
{| break my neck tring to buy 
j it. 


are cleaner and more rounded, with . 


20 characters to play with after you 


‘beat the game with the 6 default 


‘ones. Some even use 2 swords! The 
game moves faster, and counters 

) } can now be performed. The kumite 
mode has been changed so that you 


4 fight all the other characters. Now 
the BAD. There’s really no music. 


{It’s awfully quiet unless your in 2 


player mode, and that always uses 
the same soundtrack. Also, you’re 


contained in a small area surrounded 


by “invisible” boundaries. After you 


_. | defeat a few ninjas, you fight one of 
| the main enemy characters. Beat 

1 them and you fight in a different i 

™¥ | contained area. The injury factor has @ 

-{alsobeen altered. Bad, very bad. 


Although I like the original better, 


this is still a good game. 


Finally, they get it 


right!. Hot pursuit 


mode is the coolest 


\ feature and really sets 


this racer apart from the 
rest. Hot pursuit mode 
includes cops chasing 


| you while you race with 


a friend, they also try to § 
run you off the road and f 


| pull you over for 


speeding, definitely 


a’ worth the price of 


admission. 


| Activision 

| 1 Player 

| Advennire | 
B| 1 Block/Password q 


|| Dreamworks 
|| 1 Player 

|| Adventure 

| 1 Memory Block 


Bust-A-Move: Rythym and Dane 


|| Enix of Japan 

|| 1-2 Players 

|| Dance Fighting 
f| 1 Memory Block 


REVIEWS 


{themselves and gives us a 
| worthy sequel to a childhood 


favorite. The graphics are 
wonderful, good sight gags 
(like the scorpions),and 


_|they have Bruce Cambell as 
| Harry. The control is up there 


though trying to hack certain 


- fenemies can be more work 


then it should be. Music is 
good, and the challenge is 
worthy enough to warrant 
purchase. I only wish the 
framerate was a *smidgen* 
faster. Otherwise, “Harry 
knows what to do.” 


to. blow. Excellent. graphics, 
ttons of blood (1 mean *tons*), 

awesome music, totally original 
- gameplay that will be second 


only to Metal Gear Solid. I 
have never been so impressed 
with an original attempt at a 
game. The stealth you can 


J} achieve, like inching along 
| walls, or running along building 


rooftops is just...cerie. When 


i this: comes to the states 


(Activision, please DO NOT 


{censor it!),if they can fix the 
| AL it’s gonna be the next Zomb 


Raider. Sony is gonna have 


| | another nail in the N64’s coffin 
‘yj come this fall. 


This a public service announcement. 
Under no circumstances will you give 


lanyone without giving them four basi 


rules: They are: 
1)You’ll be initially thrilled at seeing 
one of the best polygonal worlds on 


4. |PSX, eventually dismayed at the fact } 
‘Ino. one bothered to fix the polygon 
drop-out. 


2)You'll wish you never heard or saw 
a ‘3-D’game once you realize Jim 


{from Accounting must have 
programmed the world’s worst 
‘|camera angles. 
}3)As you marvel at the way enemies 


miraculously appear out of nowhere 


|just about everywhere, that game of 
\Parchessi you passed up begins to 


look to be the better buy. 


_44)You perform the greatest Olympic 


discus throw distance ever recorded. 


Man when I first saw this game 
the first thing in my mind was 
genius pure genis. The graphics 


fare very good each person looks 
-alive when they strut their stuff. 
|The different dance styles make 
it that more interesting when 


you square off at eachother. 


{The music is Excellent you 


you stop playing. Its moderate 
\difficulity makes it a game 
falmost anyone can play. The 
[control is similar to pararapper 


so that makes it pretty easy. 


‘Overall this is a very good game | 


a definite buy. What are you 


J |still reading for hurry and go 
/ buy it before they sell out! 


After 14+ years, you can’t keep 
Pitfall Harry down. This new 
revision is a long time in coming, 


and while it does offer a new take : 


on the traditional series, some 


‘| things weren’t cleaned up in time 


for release. Graphics: they are 
good, but tend to look a bit 


/sparse in spots, and the frame 
| rate could have been higher. 


There’s nothing better that having 


|Mr. Evil Dead, Bruce Campbell 
commenting, but some one-liners 


seem out of place. The only true 
bad part of Pitfall 3-D is some 
unforgiving control, and cheap 
enemies. Still, there is plenty of 


‘challenge and adventure in there, 
j and that’s what we play games 


for. 


Tenchu is similar to that of the 
eagerly awaited Metal Gear Solid 
in that stealth is the focus of this 
game. You play either a male or 


“female ninja, each with their own 
'\type of style. The Mission is to 


rescue the child of your old ninja 


| Master. Tenchu is one of the most 
junique action games I’ve played 
as well as one of the better ones. 
~ | Sneaking up on unsuspecting 
Jenemies and going in for a close 
kill is as kool as it gets and the 
{ninja grappling hook and can onk 
ibe appreciated by playing the 
‘| game. There are many special 
| weapons and techniques, all 
fm {unique. The only flaw is the 
‘} {sometimes forgetful enemies. 
/ This is a great game. 


“All right” I said to myself, 


¥ |finally a game with some 
‘| strategy and thinking 
“involved as I looked at the 
i box for Rascal. That was at 
Q [least until I put the game 
_} in. What sort of sadistic 
| freak makes an adventure 


3D game with no look 


{around function? 


Graphically this game is 


| simply average at best and 


the main character is not 


| very likable, he is definitely 
Ino Crash or Mario 


Not even a whole year post- 
Parrapa I get BAM, a dancing 
game and boy does it give 
Parappa a run for its money. The 
difference is that with each 
pattern you do a different dance 
combo which allows you to 
outperform and attack the 
opponent. The Graphics are 
excellent. Every move looks 
‘genuine and believable. I 
actually tried to do the dance 
moves! They’re that kool! The 
music is totally catchy. It 


| consists of mostly techno and hip 


hop types. I really like this game 
and I highly recommend it to 


: anyone who likes Parappa or 


really good dance music. 


A very nice update to the 


i, | Atari classic, itis very 
./ | obvious Activision really 


took their time to get it 


\ right. A camera system that 
actually works and helps 


you play the game, wow, 


what a concept. Harry has a 
| lot of personality and his 
‘movements are fun to 


watch as he swings and 
jumps around. Only 


_problem is that I would’ve 


liked to have been able to 


| explore a bit more instead 
| of being locked into the 


pre-determined path. 


Reader Review:GrooveKing ' 


| This was the first game I 


got to try out my ‘new 


Playstation, and damn is it 


cool. Mucho blood, and 
plenty of ninja moves. 


|Granted, you'll need to 
{know Japanese, or need a 
| walkthrough to figure the 
hard stuff out. My only 
\eripe is that ocasionally it 
Jean be too hard, and some 
lof the weapons seem kind 
— lof useless. Otherwise, I 


recommend it, it’s great! 


Once again we have 


| another Mario 64 clone 


that doesn’t even come 


close to Mario 64. First 
| of all, the camera is right 
| behind Rascal’s head 

| giving you a really good 
| look at his neck. <yuck> 
| Also, when you turn, the 


camera almost does a 360 
degree turn around Rascal 
resulting in headaches 


- and slight motion 


‘sickness. Do me a favor, 


| stay away from this game. 


» | This game is pure genius! 
| Who ever would have - 


thought to mix a fighting 
game with dancing? The 


}) whole purpose of the game 


is to “out dance” your 


| opponent with pre set 


commands that appear on 


| the screen. The graphics 
sare straight from Tobal 2, 
| the control is darn near 


oh 
‘the sweet music! If you 


thought the songs in 


Parappa stuck in your head, 
these will get to you fast! 


2 A definite buy. 


Pia Staline 


: | 1 Memory Block 


Dual Shock k Compatible | 


|| Midway/Id 
|| 1-2 Players 
1) Corridor 


| ‘King of Fighters 97 
SNK 

f | 1-2 Players 

|| Memory — 

|| 1 or 4 Meg Cart Required 


/} game gives you exactly the 
right amount of difficulty to 
~make you want to keep 
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I oat t ne wis renee 
has developing their games 
but Pm sure glad they’re 
there. Klonoa is the 
ultimate in platform 
gaming. K/onoa plays a lot 
like Pandemonium with the 
only difference being that 
you ll WANT to play 
Klonoa! The graphics are 
bright and gorgeous and the 


playing. This game is so 
perfect so please don’t 
sleep on this title! 


I reviewed the Saturn import 


version and I liked it very much. 
How could the PSX handle a 
Model 2 game? Well it looks 


_ like Tecmo surpassed it in many 


ways! There’s about 15 outfits 
for every girl and about 5 for 
each guy. There’s also 2 new 


| characters; Bass and Ayane, a 
{| female boss character! The 


graphics are much smoother, 


| everything looks more rounded. 


The music is better 


~too.Gameplay is as fast as the 


Saturn version but more moves 


| have been added! This surely is 


a good fighting game and the 


f{\ only problem it will have is that 
Tekken 3 comes out at just the 
same time. 


Unfortunately when it 


| comes to first person 


shooters on the N64 I have 
to compare them to Gelden 


\ Eye, and Quake just 


doesn’t compare. My 
biggest complaint, where is 


| the 4 player death match? 
Another problem is the 
)} ease at which you can aim, 


all you have to do is point 


| in the general direction and 
| you hit the enemies, where 
| are the cross hairs? Where 
i are the graphics? Where is 
| the quality over quantity? 


i] 
| 
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lived the Neo Cart wendon kn ioe, | 


months, and this version does not 
dissapoint. The usual downfalls, like 


| slight sound loss, minor missing 


frames, and loading time don’t harm | 


: this. port. The playability is there, all 
| the moves are there, and heck, even 


my non-Neo-joystick editors can 
finally take me in a match with the 
Saturn pads (grin). The loading is 
MUCH better then ‘96, and they 
even squeezed some animation on 
the order selection screen. I must 


_ | confess that I wanted it 4M, though. 
| The Saturn brings you a cool 65 


picture art gallery, an all new practice 


y good. “IKUZE!” 


‘|mode(!), and $200 savings compared | 
" Ito the Neo Geo cart version. Still one 

4 of my all time faves, and SNK’s finer § 
. } games. As a fighter, it’s a power 

| move bonanza, as a conversion it’s 


Excellent!!! Similar to 


| Pandemonium in that you 


travel through the world 
on a 2D path in a 3D 
_world, but Klonoa is a 
much cooler character. 
Graphics are just beautiful, 
they jump right off the 
screen, everything on the 
screen is crystal clear. I 
really didn’t think I was 


going to like this game this | 


much but it is just done 
really well. Do yourself a 
favor and try it, you will be 


_ Surprised. 


D.O.A. is a startlingly smooth 
Saturn/arcade port of a very little 


_jseen game with a tad bit different 


take on the average polygonal 
awl. As anybody with a pulse may 
have noticed, the women of this 


{game are...um, more, ‘Jiggie wit’ 
4it?’ Anyway, aside from the usual 
-43-d fare,(60fps,limited controls, out 
gy of control damage) it manages to 
J icome to the table with some 


traditional blocking, a plethora of 
costume changes, (some designs 


{leave very little to the imagination) 


and a unique/cheap way to reverse 


<4 attacks. While the game is Tecmo’s 
| jattempt to steal everyone’s thunder 


(Capcom, Namco, Square) it 


comes too late in the PSX’s life 
cycle to be noticed. Not a terrible 
Jtitle, just rent it first. 


Why god why? That’s 
what I ask myself when I — 


| played Quake 64. One 
= player is ok but on the 
| boring sidewhen you have 


two players to try and hunt 


| down each other in a game 


‘that’s made for 4 players 
it’s like trying to find a 
needle in a haystack. This 
game is on the doorstop list 
in my book but some 
people need this thing to 
give them a good sleep at 


| night 


| Well,...it’s better than the last years’ 


offering. SNK brings yet another 


_}fighter to the Saturn via Ram Cart, 
Ibut I have the inescapeable feeling 
ithat this port-over would have been 


that much better if they had opted to 


i@o with the 4-meg cart, instead of 
_fthe old i-meg. Anyway, KOF 97 


SAT manages to hold up quite nicely 
to its Neo-Geo cousin, with most of 


fthe music, sound, and feel of the 


arcade. The two low points are the 


presence of loading (I don’t care 


what nobody says, KOF 95 PSX 
JPN loads almost as quickly as 97 


SAT that has far more memory. 
| What gives?) and the drop in 
- jJanimation size/quantity. I like the fact 
that they give the player a choice 
between gaming styles, unfortunately 


the game remains a special move/ 
super fest as before. 


=| Namco has taken 2.5D to the next 


highest level of excellence. Take. 


‘| Pandemonium, add more to 


foreground/back ground 


. interaction, wondeful stage 


layouts and graphics, music that 


‘| makes you smile and a character § 
| that is a trip to watch and makes 


you feel like a kid agam. This is 
the first platformer I have ever 


| played to it’s ultimate 


completeness and still went back 
for more. Perfect challenge, great § 
play mechanics, a surprise in the 
story, a tear jerker of an ending, 
and that end boss... it’s all 
screaming quality. Dreams do 
come true. I leave .5 off for the 


/ | sequel (please, please make one). 
Oh yeah...I want that hat!! 


] Wiggy, a 3D fighter [like. DOA § 
| has been much improved over it’s 
4 Saturn original, but it still has an 


extreme problem with difficulty. 
‘Halfway through the game you'll 


\\ start taking 20-40% more damagell 
| just because you’re that far in the J 


game. The graphics are up there 


| with Tobal 2, and the, um... 
bountiful’ females are a trip to 
ae and watch. I’m still surly 

| about these damn 3d fighter “cial- 

1 a-combo” moves, but at least they & 


give you longer then a nano 


, | second to try and make it connect, § 
| unlike the other 233 fighters on 
{the PSX. It’s really good, just a 
bit late. Maybe a 2D highly 
‘| animated PSX Ninja Gaiden 
4 would cure my wounds... 


You’d think by now, developers 


ibringing first-person shooters to 

{consoles would think, “People have 

lbought a bazillion 007’s, that means # 
—lit’s the new high watermark.Our gameg 
\ must offer what it does, and more!” 


NOT! I personally don’t like 007, but ; 
Td be a fool to say 007 is not one of 


’ |the best multi-player games, 
Janywhere.Hence, the problem with §@ 
Ss. 70 Quake: you can tell most of the work & 


went into the solo mode, and two 


player support was slapped on at the 
. Hast minute. It does a fine job of 
emulating a high-end PC Quake, but 


when the fun is gone in the main 


| |game, a disappointing choice of only 


2 players (at a far worse frame rate 


{than 4 player 007) in a deathmatch, 
jand no co-op mode, (something I 
fwish 007 had) there’s very little meat 


to be had on this bone. 


I... really don’t want to do this to 
his game. | really don’t. KOF96 


iwas fine with me, it felt good to 


play, hear and see. It was a game I § 


. was proud to show it to other 
= |people. Now, 97 arrives and ... I 
{see the changes, I appreciate the 
{removal of Todo (but not the boss 


team, dammit!).. but ... I just 


}don’t feel right in this game. I 
. realize where it is on my Top 5 


but... I don’t know tf it’s the 


{whole crowd motif, the difference 


of the voices.. I can’t say ina 


, jsimple sentence why I’m not 
|impressed with this game. But ’'m@ 
{not (now I guess this is how 


people look at Three and 2nd 


[LImpact) *sigh* 


TEKKEN 3 


Name the one fighting game that defined the Playstation as the king of 
3D game translations. Street Fighter EX? War Gods (ha ha ha ha, heh, eh, sorry)? 
Bloody Roar? Not even close. The game was Tekken 2. And in 1998, the third time is 
definitely the charm. 

Set to be released May 1-2nd to an anticipating fan base, Tekken 3 proves 
that Namco is still one of the premiere developers for the Playstation. 

Graphically, the game’s loss is in the true 3D backgrounds, and slightly 
(and we mean slightly) fewer polygons in the characters. However, unless you sit there 
with a graphing calculator and an arcade machine, you won’t notice. The back- 
grounds, although ‘flat’, they still have slight depth due to two graphical tricks on 

Namco’s part. First, they still have the 3D parts (like the signs in the market stage), 
they simply added it to the original background image. Second, unlike the previous 
Tekkens (and most 3D fighters), there are actual ‘walls’ to the arena. If you play the temple stage, and side step a few times, just stare at the 
background. A sharp eye will catch the corner wrap in the background image. Simple? yes, but highly effective. This not only rids the game of 
the scrolling marquee that cartoon chase scenes have, but gives you a sense of actually being there, and not on top of an endless floor. 

The music has been charged with some newer, techno sounding tracks. Many of the voice tracks remain intact. The game retains 
all the hard sounding impact sound effects of it’s arcade brother, and will keep the gamers moving. 

Control, for those in the dark, is set up on a four button, 2 kick/2 punch system. Moves are performed by either tapping a button 
sequence, taps of the stick with a button combo, or a slight motion with a button combo. Although some players will be tuned away by the 
‘dial-a-combo’ sequences and the insane speed at which you need to do it, the fans will be right at home. Hori has even released a Tekken 3 
specific arcade stick with the exact button stick layout. 

Now comes the fun part. The Dual Shock. Set for a release with Gran Turismo in about a month, Tekken 3 is Dual Shock 
Vibration compatible! With the option turned on, every hit given and received will shake the Dual Shock, which is a riot when playing against 
each other. Japan has a special Dual Shock/7ekken 3 package, and we’re hoping that package makes it here. 

Special options include Tekken Force mode, a Final Fight style game where you pick a character and duke it out in 4 stages of 
street combat. Finishing the stage a few times will reap you a hidden character. There is also the hidden Tekken Ball mode, which 1s literally 

two man volleyball. You ever see a bear spike a beachball? 

The usual plethora of hidden characters is present, and the newest addition to the game is Gon, a dragon based on a popular 
Japanese manga (comic). 

So is the US Version gonna rock? Yes and no. The US version is going to be censored slightly (Anna’s ending specifically, but 
not by much), and for some whacked reason the Practice Mode will be missing the hit register, which will make practice a wee bit hard. 
Overall, Namco has served up another winner for Tekken fans, and added another winner to the “Playstation Only” archive. 

Not too mention, they out did themselves again with the opening.... 


When Tekken came out I had no idea what type of fighting game I was in for. It actually took me a long time to like it! After 
that it became one of my favorite games of all time. Tekken 2 comes along and just packs so much more than the original had, 
so much, that I thought it was filled to the limit. Now, 3 years later, Tekken 3 comes out packed with so much stuff 1 gotta 
believe that each bit of the system was filled to the max. 

The game takes place a few decades after Tekken 2. The cast is filled with over 20 characters. Some old some 
new. Lei, Paul, Nina, Yoshimitsu, are back to do battle against Heihachi along with new fighters, Eddy , Hwoarang, Xiaoyo, 
Marshall Law, King (a new one), and the protagonist in this sequel, Jin, the son of Jun and Kazuya from Tekken 2. Later on 
you get a total of 20 characters. One new one for each time you beat the game with a different character. 

The game consists of many modes. “Theater Mode” allows you to view any of the characters FMV endings. 
The koolest thing about this mode is that you can place the icon on “disk” take out the Tekken 3 disk and put in 7ekken 1 or 
Tekken 2 and watch any of the FMV endings you want! Finally there’s “Tekken Ball” mode! This little extra game lets you 
play against the computer or a friend in a dodge/volley ball type game. If the ball hits the ground on your side of the court 
you lose strength. By performing power hits you also hit the ball a special way to make it actually lethal to get hit by it. This 
mode is totally kool that’s all I can say. 

The graphics, as most people already know, are an excellent, although , slightly lower conversion of the arcade. 
It is far superior to Tekken 2! The animation seems to run at 60frames/sec. Unfortunately, I did see some spurts of slow-down 
every now and then. Not to the point of really interfering with the game, but just enough to make you notice. 

The audio is even better than the arcade. There’s the original arcade version and the arranged version. The 
music really rocks, all I can say is that it just adds to the intense fighting mood. Each hit is a loud bang and the holds emit 
loud “crunch” noises with every grappling combo. 

The gameplay surpasses that of the arcade in that there is just so much more to this game. The fighting 1s great 
it’s fast and furious with just enough counters and special moves for strategic gameplay. Then there’s the other modes of play 
,these too have their own unique strategy to them. Control is as good as it ever was in the Tekken series. I can’t say all the 
moves are easy to perform, but with some characters simple button smashing will do. Both good and bad I guess. 

Tekken has been a great game from the start. Every incarnation gets better and bigger. Tekken 3 may be the last 
Tekken for Sony till the Playstation 2 comes out, but Namco has definitely packed this disk to its fullest. Tekken 3 is a must 
buy! It is a tribute to the Tekken series and should be what those wannabe fighters aspire to. Kudos to Namco for all the 
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| One of the most anticipated fighting games for the Playstation has finally been released (the import at | Perfect, the rest of the game easily 


least) and it was worth the wait! So many people thought it couldn’t be done correctly, myself shows off what the Playstation still 
included, but Namco proved my wrong. Tekken 3 is almost arcade perfect with the exception of some | as left in it. With Two extra play 

of the backgrounds. Otherwise, the game is beautiful and the characters move as smooth as their modes, plenty of hidden characters 
arcade counter parts. However, every once in awhile there is a slight hint of slow down but nothing and arcade perfect gameplay, 7ekken 


that will distract from playing unless you’re a perfectionist. will be another big seller. 
Tekken has more than enough options to keep anyone’s interest. There’s Tekken Force 
which is basically Final Fight with Tekken characters. All the moves and combos can be used. Be 
warned though, this mode is unbelievably difficult so plan on having something soft next to you to 
throw at the wall. Then there is ultimate bonus mode; Tekken Ball!! Whoo Hoo!!! Two words; 
Tekken volleyball. I won’t ruin the rest. Also, there is a special intro made just for the Playstation. 
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“When the Answer is in 
Black and White 


In today’s gaming world, a lot of emphasis has been 
thrown into a game’s looks, such as the graphics of 3D 
polygons, textures, and so forth. But what about the packag- 
ing around it? Or the inclusion of other items along with the 
game itself? Or what about the cover artwork? Long time and 
dedicated game players know about the big differences 
between the way the Japanese and the United States present 
their games, but do you really know how much the US is 
really missing? 


PACKAGING 


Let’s start from the outside in. Packaging is one of 
the most important factors when a company wants to sell a 
game. If a cover does not catch the buyer’s eye, then that box 
will sit there and collect dust. 

With the US, uniformity has always been the most 
sought after trait. Since the Sega Master System, all games 
must carry that system’s color, side banner and cover sidebar 
for the CD based games, and the overall package for cartridge 
based games. 

Nintendo 64’s US packaging probably ties with the 
Saturn for worst packaging. Nintendo’s boxes have a 
rainbow-ish look to them, with their red, blue ,green, and, 
yellowish sides. For games like Super Mario, Chameleon 
Twist, and Yoshi's Story, this is fine and works well. But how 
can you take a game like Mace: The Dark Ages or the 
supposedly dark MK Mythologies seriously when you're 
looking at the back of the box and it’s got a bright yellowish 
glare to it? 

Saturn had the off white/grey pattern to tie in with 
the other Sega stripes, but their cover artwork had to be 
squeezed into a tiny portion of the area, since the “Sega 
Saturn” banner and company name dominated most of the 
box. 
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B This Dema/ Preview Disc came with 
the Japanese FF Tactics. It had a 
playable demo of Saga Frontier and 

f@ movies of three other games. The 

_| Trading Card also came with the 

_| import, and-went with a seperate set 
| you could buy by itself. 


The cardboard boxes themselves are actually pretty 
useless too. One of the things Sega got right in their 16 Bit 
day’s was the original Genesis cartridge cases. Here was a 
durable, plastic protected case that kept the game and the 
instructions perfectly intact, yet still retained the appearance of 
just being a box. 


An example of differences: 
Check out Japan’s GunHed 
design to the lack luster US ‘ufo 
attacks’ design. This type of 
artwork, both in quality and 
technique is the norm in Japan. 
Wataru, a child’s anime, was 
disfigured into Keith Courage. 


In Japan, the N64’s boxes each have their own 
style and design, with the only thing keeping them ‘uniform’ 
are the N64 logos on the corners, and sometimes a white 
background. Even the plastic box itself is made of better, 
lamented cardboard, with a plastic shell to secure the game, 
rather then our flimsy cardboard types. 

The US Saturn, the Sega CD, 3DO, and early 
Playstation games shared what have become known as the 
‘suitcase’ containers. Those huge, horribly constructed long 
plastic (cardboard in 3DO’s case) boxes that break at the 
slightest drop and don’t fit anywhere near a standard CD 
holder. Being 2 1/2 times bigger then the standard jewel case 
(which Japan has used since CD games began), these caused 
major headaches with gamers trying to store their games. 
There would be your 23 “suitcased’ games, and right next to 
them would be the jewel cased Virtua Fighter, Virtua Cop 1 
+ 2, NiGHTS, and so forth. Sega never learned from this, but 
Sony finally saw the light and converted to the jewel cases. 
The fact that this actually happened may be a good sign for 
the future. 


COVER ARTWORK 


Probably the most obvious destruction to licensed 
games are their cover artwork. US companies have been 
butchering it since games first began, and although some 
companies seem to be realizing their mistakes, others 
continue the nightmare we artists face. The biggest problem 
with American covers is the white collars in charge over here 
truly believe that we want ‘realistic’ looking people on the 
cover, even though the game itself may be cartooned based. 

We begin back in the Nintendo and Turbo Graphx 
16 era. Nintendo, with it’s then bazillion 3rd party compa- 


nies, saw many horrible cover galleries. Mega Man I and 2, 
TronSword (Fabio!?!), and Dr Jekyl and Mr. Hyde immediately come 
to mind. The Turbo pretty much slaughtered every cover, minus a few 
of the Duo releases. Wataru, a cute little prince was horribly disfigured 
into Keith Courage (even though his on screen graphic was still 
Wataru), GunHed’s excellent mech design was slaughtered into 
Blazing Lazers’ “we come from Mars’ graphic. The funny thing here is 
that NEC had the brains to make the HuCards, mini carts that used 
jewel cases to hold them. At least they could get the packaging right. 

Sega has also been a mass murderer to covers. Astal, 
Guardian Heroes, Golden Axe: The Duel, Panzeer Dragoon, all of 
them were hacked and redrawn, only to be insulted by having the 
original Japanese artwork thrown inside the black and white booklet. 

Sony had their fair share with Joh Shin Den’s cover, Bust-A- 
Move’s whacked cover, the horrible SF Alpha, Floating Runner, and 
Jumping Flash. 

However, at least with the Playstation, we have seen a surge 
in keeping with the originals. Sony really took care of FF 7, and THQ 
kept Masamune Shirow’s artwork intact for Ghost in the Shell. 
Capcom even woke up and kept SF Collections looking great 
(well... maybe not Cammy). Speaking of ‘collections’, that leads us to 
our next section... 


GOODIES AND FREEBIES 


Japan is second to none when it comes to making the gamer 
feel that they got their money’s worth. If you open up the US Resident 
Evil 2, you get a black and white instruction manual in the Marvel 
Super Heroes font, with the attached warranty questionnaire card. If 
you open up the Japanese RE 2, you get a full color manual (that’s 
normal, folks), a sheet of RE memory card stickers, a separate warranty 
card, and a mini flyer showing off the cool stuff you can order from 
Capcom Japan, like the $230 *exact* replica of Leon’s gun (complete 


The 
CyberBots 
Limited 
Edition in all 
it's glory. 
Each set 


was spe- 
cially num- 
bered for 

calloctor’s 
purposes. 


Remember the awful cover of 
US Toh Shin Den 7-3 and 

Saturn's Polygonal UAA cover? 
Here's what the real version of 
what the original artwork 

should look like. This is from the 
Japanese cover of LAA 


with removable clip) from the game, 


and the Official RE Control pad, 
complete with pre programmed buttons, shoulder 


buttons on the controller’s center, and three free bags 
of herbal tea! Open up the Japanese Elemental GearBolt, and you get 
to see the contest where you can win a replica of the briefcase used by 
the anime based character to carry your GunCon and the game! Or 
Sega of Japan’s Burning Rangers’ complete with a free 3 song Mini 
CD in the back of the case? What do we get? Nadda, nothing, zip, zero. 

But the coup de grace isn’t the color manual, it’s not the free 
mini CD...it’s the Collector’s Edition/ Limited Edition goodies. These 
are the specially packaged deals (well, they cost a little bit more) that 
makes the Japanese market so beautiful. First up, Capcom’s Saturn 
CyberBots Limited. You get the complete game along with a full color, 
hard cover book featuring original artwork and sheet music from the 
game and it’s production stages, along with a cardboard stand up of 
one of the robots. Or their MegaMan X4 Special, that came with a free 
model of Mega Man himself. Other fun things include Advanced V.G., 
a Saturn fighter that came with a 100 piece puzzle of the game’s cover, 
or Square’s PS Chocobo Magical Dungeon, which included a free 
Memory Card Disk. The disk, when played, downloaded memory card 
freebies like all of Jobal 2’s fighters to your saved data. Then there is 
their import FF Tactics that came with a demo disc showing both Front 
Missions and a playable Saga Frontier demo. There is also GameArt’s 
Saturn RPG Grandia, which came with a music CD and a cloth map of 
the world! 

What’s surprising is that Nintendo of America is the only 
company that, for a while, kept up with it’s Eastern counterpart. The 
N64 games still have color manuals, but have lost the original 
“Reference Cards’ that used to be packed with them. 


THE FUTURE 


While Nintendo can still be given kudos for the color 
instruction manuals, and Sony can be acknowledged for the use of 
jewel cases, the fact of the matter still remains that AMerican’s are 
getting shafted when it comes to overall quality and presentation when 
it comes to video games. 

So what about us? Will the American market ever truly reach 
the level that Japan’s has? Doubtful. Although there are small signs of 
promise, like the random color manuals in PS games (mainly from 
Working Designs, a few Sony, and one or two Capcom games), and the 
actual usage of jewel cases, it could be possible. But with the overall 
American image of the video game still being just a ‘toy’ or 
‘product’ ,there’s a chance we’ll be forever stuck using the phrase “Hi, 
you do carry imports?” a 
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Isolation Nation 


Name your top 5 games right this instant. Now go 
through them and count how many of these games are consid- 
ered “multi-player” games. Is GoldenEye in there? 
Bomberman? Quake? Ultima? Well, anyways, it’s very probable 
that most of you hold a game in high regard that is considered to 
be best enjoyed with 2 or more people. 

Here’s why | have a problem with all of that: answer me, 
are you more often among gamers or by yourself? The correct 
answer is alone, so that’s who the game should matter the most 
for - the single person experience. | don’t know why it is, but so 
many people think a game ascends into something better when 
other people around. People will always be ready to tell you that 
Quake sucks on one-player mode. Well, there you go, doesn’t 
that tell you something? Why does the presence of other people 
make it better? Why do people forget that GoldenEye is 
Wolfenstein when 3 other people are playing with them? 

Ever since games have been made, ever since 1961, 
they were made with the one player in mind first and all other 
items afterwards. In old times, even if games “supported” 2 
players, all it did was alternate between two 1-player games, akin 
to the 2 player support that pinball machines have now. 

Games, at their best, are supposed to provide for you a 
religious experience. They are supposed to make you forget that 
Earth exists and that for right now you are THERE. When your 
consciousness slips a bit and you begin to act on impulse, when 
the screen seems to be the only window in existence, that’s 
when a game becomes a GOOD game. That’s why | hate games 
on Windows PCs, that’s why | hate glare on the screen, that’s 
why I hate sport games, that’s why | hate other people around me 
when I’m playing a game; they are ALL reminders that you are 
just at your house wasting your time. With other people around, 
the ascension from the home to the gaming plane simply isn’t 
possible; | don’t feel comfortable being anywhere as emotional 
with a game than if | was alone. To make a game GOOD, | need 
everyone away with the lights off and the music loud. The Earth 
and all components of it need to disappear. Maybe that’s why | 
didn’t take to KOF97 that well... the whole crowd thing put an 
uneasy edge on me, but | did get a better feeling of the game 
with the Orochi battle sequence. 

| digress. The point is that you shouldn't take satisfac- 
tion in a game by being able to rub it in your friends face. Why 
do you need to prove to your friend that you were better than 
him in that one instance? | take much more solace in finding the 
weaknesses in the Al, the flaws in the programming. | outsmart a 
computer, not a human who js prone to error 
and lack of concentration. 

Another reason why the multi-player gaming experi- 
ence is so evil is because it’s yet another extension of the PC 
gaming world. There, things are even more ridiculous than on 
the consoles. Look at Ultima Online; you pay for the game, you 
pay for the modem use, and you pay to subscribe to the game 
itself! Why do you have to continuously pay to play a game? 
Haven't you payed enough by getting the game? 

Summary: well, OK, if you enjoy games with other 
people, then fine. At least you’re enjoying games and that’s a 
good step. But as far as I’m concerned, there is some much 
higher feeling that games can provide, but only if you transcend 
the normal Earthly world, which entails you being the only 
person interacting with the game. Am|1... alone? 


Thekonz 


Fun in Numbers 


Let’s see, my top five games of all time...okay, here goes: 
5. Twisted Metal, 4. Poy Poy, 3. Twisted Metal 2, 2. Resident Evil 2, 
1. Golden Eye. Every single game on my list is there because [ can 
enjoy them with a group of friends. You may be wondering how 
Resident Evil 2 fits in with this group. Well, you should see my 
friends jump when the Lickers come out and the input they give as 
we g0 through he game. As for the rest, what could possibly be 
more fun then a group of friends letting out their frustrations in a 
good game of Golden Eye? As I see it, there is nothing sadder than 
a person sitting all alone in a dark room playing a game and 
pretending there is no outside world. Interaction with other humans 
is a natural need we all have and by sitting alone pretending you 
don’t need anyone else is lying to yourself. Why do you think they 
put prisoners in solitary confinement for punishment? Because 
people go crazy without interacting with others. 


Video games should be a tool that brings friends together, not a 
substitute for a friend. A video game is like a baseball or a football; 
it is simply a tool or a toy that brings people together and provides a 
means for interaction and friendly competition. Just as a good movie 
should be enjoyed by a group of friends and then maybe discussed 
over a burger and fries, so too should a good game. 


Games were designed from the start to bring people together and 
more recently have become almost solely based on human vs. human 
competition. My esteemed counterpart mentions that the first games 
were all based on a single player. Unfortunately, I must bring up the 
fact that the very first game ever designed was Pong. Two paddles, 
one ball, two humans. More recently, why do we have 400 different 
fighting games? Because of the human competition. What fun is it 
beating a machine? A machine does not have subtle nuances likes a 
human. You need to be able to do an incredible pull down in Jekken 
and turn to your best friend and say “HA! Take that!” and then 
proceed to do a little victory dance to rub it in. 


More examples of our desire to participate in direct human competi- 
tion are sports games and online multiplayer games. Sports games 
are the number one selling genre in the US and the reason is simple; 
people like to get a group of friends together and go head to head. | 
can not tell you the number of groups I know that get together 
religiously every week for a GameDay tournament or an NHL 
Hockey tournament. Can anyone tell me what the hottest thing to do 
with the Internet is? Can you say multiplayer Doom or Quake? 


Summary: Sure, you can enjoy games by yourself, but why would 
you? The life long relationship of a friend is much more meaningful 
and important to your well being then any relationship with a piece 
of plastic could ever be. Take this advice - go to the park this 
Saturday with a baseball glove in you hand and look for a group of 
friends who need an outfielder, then ask if you can play. When the 
gamie is over, you might have 6 or 7 new friends to play 8 player 
Bomberman together with. 


The Collector 


WHAT YOU DON’T KNOW CAN’T SAVE YOU 


While the instruction 
manual shows the control- 
ler motions for the super 
moves and Fatal / Despera- 
tion Moves, it’s kind of 
hard to read the Japanese 
that explains the finer 
points of the Extra/ 
Advanced engine, which 


really affects the way you 


play the game. Also, there 
are hidden Edit Endings 
and a secret to those little 
smiley faces you get. 


To help you through this 
great 2D fighter, we’ve laid 
out all the important things 
that might have slipped by 
un-noticed by game 
players. 
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“Are you ready? 


> 


OPENING: 

So as not to confuse 
gamers who use their own 
pad setting, we have used 
the actual move description 


rather then the button 


itself. H = High, L = Low, 
P = Punch, K = Kick. Also 


controller, but being the 
RAVEr that I am, I use the 
4 button control only. Just 
too used to the Neo 
Version. =) 


BASICS: 

Advanced vs Extra 

The coolest thing about 
KOF 97 is that it has two 
different fighting game 


| engines built into it, 


EXTRA, a defense based 
style modeled after KOF 


Desperation Move. 

-Power Bar MAXed out 
causes 50% more damage 
-Dodge = L.Punch/L. Kick 
-Charge Power Bar 


= Hold LK/LK/JHP 


-Guard Crush - While 
blocking, 
hit LP/LK or 
HK/HP 


--Throw Cancel (land from it) 
= tap any button as 


you are thrown 
-Taunt = R Button 


-Quick Recovery = LP/LK as 


you hit the ground. 
Hop: TapTowards, Towards 
Hop:(Back)TapBack, Back 


ADVANCED 

-LifeBar has is flashless. 

-Power Bar MAXed out 
does 25% more 
damage. 

-Power Meter goes up as 
you get hit/hit 

-3 Count Super Meter like 
SFA2. Can hold 3 
Desperation 
Moves at once. 


-Ignite Super = if you have a 


fm note that the Saturn version Super charged, by pressing 
| does allow for move 
- assignments on the 


LP/HP/LK, you can ‘ignite’ 
yourself for a limited time. 
During this, you may use the 
remaining Super Crystals to 
perform the Super Despera- 


tion Move. The SDM is twice 


as strong as the normal DM. 


Dash = Tap forward, forward 


Run = Forward, Forward, 
Hold 

Dash Back= Tap Back,Back 

Guard Crush = Press LP/LK 
or HK/HP when 
being attacked to 
crush thier attack. 


The Emotional Faces 

97 Brings probably the 
coolest fight option ever 
(next to that Dead or Alive 
thing <grin>): The Rela- 
tionships. 

If you hold HP while 
selecting your characters in 
play mode (ADVANCED 
ONLY), you'll see a smiley 
face appear. There are three 
different faces, and they all 
affect the team’s abilitys in 
two ways, Super Points and 
the assist move. 


Super Crytals Recovery: 
Depending on the facial 


relationship to the next 
person in line depends on 
how you keep the Super 
Crytals from the defeated 
character. 

If it’s a happy face = 

The next player will recieve 
an extra Point (ie if Andy 
dies with 2 Points stored, 
and Mai is next, she’ll have 
3) (Andy and Mai are 
Boyfriend and girlfriend, 
hence the happy) 

[f it’s normal face = 
Nothing. The number of 
Points stays the same. 

If it’s an angry face: 

Then the losing character 
loses the Points, and the 
next character (Say Terry to 
Billy Kain) will have no 
Points. (Billy and Terry are 
enemies, hence the angry 
face) 


Hidden Characters 

There are 6 hidden charac- 
ters in KOF 97, though in 
reality they are merely alter- 


egos of the normal charac- 
ters. 

To access them, go to the 
player selection screen and 
do the following controller 
movements: 

Kyo from KOF ‘94 

On Kyo, hold Start, then 
press A. 

Blood Iori 

On lori, hold start and press 
Left, Right, Left, Right, 
Left, Right + 

X and C together. 

Blood Leona 

On Leona, hold start and 
press Up, Down, Up, 
Down, Up, Down + Y and 
B together. 

Blood New Faces leam 

On Leona, hold start and 
press Up, Left, Down, 
Right, Up, Down + B and C 
(Note: This code only works 
if the controller is on default 
setting) 

Fight lori during the Japan 
Team Ending: 

Beat Orochi with Kyo 


SPECIAL ENDINGS 
You can access hidden 
endings by picking the 
following teams: 


1)Kyo-Shingo-<open> 

(Not Lori) 
2)Kyo-Chizuru-lori 
3)Kyo-Mai-Billy 
4)Kyo-Terry-Ryo 

(Lead Heroes) 
5)Mai-King- Yuri 

(95 Girl Team) 
6)Yamazaki-Choi-Chang 
7)Terry-Blue Mary-Joe 
8)Kim-Benimaru-Joe 
9)Ralf-Clark-Athena 


94/95, and ADVANCED is Hop = Tap Diagonally up or 
set up as a KOF 96+ back 
engine. Below are the most Super Hop = Tap Down then 
important differences Up . 
- between the two. Recovery = Hit LP/LK as you 
land. 
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“Wizard Needs Food” 
In the world of video games, 
there are three ways to stay 
alive: 1-Ups, infinite lives 
codes, and food. From the early 
days of video games, food has 
always been there for the 
characters to regain their health. 
But what about us? It’s not like 
we can just break open the 
nearest wall and grab some 
meat. To fix this, Game Rave 
went on a search to find for the 
coolest places to refill the staffs 
energyhealth. The Editors pick 
their favorites. 


“Yummy” 


DARKNESS 


With a metabolism like mine, [ 
tend to eat once a day, and I 
make up for any missed meals 
then. Shakey’s in 

Calumet City is the place for 
me. A smorgasborg if you’ve 
ever seen one, they have every 
thing you’d might want in one 
meal. Pizza, roast beef, 
spagetti, salad (none tossed, 
mind you) and much more 
rounds out the menu. They also 
have an ice cream bar with 
plenty of sweets to kill your 
teeth with. Priced at a moderate 
$8 per person, it’s economical 
too, because you'll need all the 
cash you can spare for the 
arcade right across the street. 
(Friar Tuck’s.) Highly recom- 
mended. 


Food-80 


Atmosphere-70 
Cleanliness-78 
Overall-76 


THEFONZ 


Before | begin, allow me to say that 
mostly | rate a restaurant by it’s 
chocolate shakes if possible. Shakes 
are the perfect food; it’s not 

totally solid, not totally liquid, it’s thick, 
tasty, and fills the stomach. Plus, you 
don’t have to special order it so there's 
no chance to screw it up. Anyways... 


El Burrito Loco (near 147th and 
Cicero) 

Well, this place doesn’t do shakes, but 
what it does it the tastiest, 

cheapest, quickest Mexican food this 
side of the Rio Grande. Plus, it’s close 
to my house! Also has nice long hours 
so generally you can eat there no 
matter how late. Nice place to hang 
out. 


Primo’s (95th and Central, and 159th 
near La Grange) 

You want a shake? This place gives 
GOOD shakes. | never pass by Primo’s 
if it’s open; | just can’t deny a 40. Oz 
Chocolate shake of Primo’s. It has a 
unique taste that is simply excellent. 
Highly recommended. 


Portillo’s (many locations, locally 
Cicero and College) 

Has surprisingly good food for a fast- 
food restaruant. Shakes are almost as 


good as Primo’s, and that’s really good ~ 


by Mc Donald’s standards. Common 
place to hang out, but I’ve always 
ended up at El Burrito Loco. 


Hardee’s (chain) 

Normal chain restaruant, but does the 
burgers nice and also does good Oreo 
shakes. A bit on the expensive side, 
but hey it’s a small step-up on 
McDonald's. 


Schoop’s (95th and Roberts) 

As for solid foods, | enjoy Cheesebur- 
gers the best, and if you want one of 
those, THIS is the place to go. No food 
is premade, so everything you get is 
exactly what you ask for and fresh off 
the grill, not the warming light. It’s 
expensive compared to other restau- 
rants, and it is a sit-down food place, 
but there aren’t many burgers in this 
state that have 

comparable taste. 


THE COLLECTOR 
My Mothers in Phoenix Arizona: 
Simply the best barbecue ribs this 
side of heaven. I highly recom- 
mend the ribs with 2 side dishes; 
the cowboy baked beans and the 
Irish potatoes. Cowboy baked 
beans are more like a barbecue 
baked beans and they are fantas- 
tic. Irish potatoes are little round 
white potatoes with a butter 
coating, I usually dip them in the 
cowboy beans and the combina- 
tion is oh, so good. 


DANGERBOY 

BillyBoys (95th and Ridgeland) 
Ahh. .now this is my place. If you’re 
looking for a good burger, patty 
melt, or Meatball sandwhich, this is 
the place. I once frequented it once 
a week every week for 3 months. 
The food is freshly made, and is 
always ready in 5-10 minutes. You 
and a bud can have a great burger 
and fries with drinks for about $10 
total. Perfect place to chow after a 
long day of shopping at the local 
video game store. 


The Paragon (4510 W 95th Street) 
The main attraction ts that it’s open 
24 Hours, which is cool considering 
it’s a normal looking resturant. The 
taco salad is really good, and they 
have a whole case full of dessert 
goodies. Pricing wasn’t bad, and it 
fed a table of seven GR editors 
quite nicely. 


Chi Chi’s ( State College, Penn) 
Now, the addy might sound wierd, 
but this was the coolest Chi-Chi’s 
Ive been in. Not only were we 6 
feet from a playable MK II machine 
(this is back in “95, mind you), but 
our waitress Catherine was incred- 
ibly friendly and courtieous. 
Actually , she was very pretty too, 
and if I remember, I left her my 
phone num...er...and well, um, the 
food was good, and the so was the 
buffet. Yeah, that’s it. 


DANGERBOY DARKNESS THE COLLECTOR 
TOP 5 GAMES TOP 5 GAMES TOP 5 GAMES 
1)King of Fighters “97 (Neo Geo) 1) King of Fighters 97 1) Poy Poy 

FB) 2)Klonoa 2)Zillion (Sega Master System) 2) Golden Eye 

ea 3)Atari Collection. 2 (Gauntlet!) 3)Armored Core Series 3) Joust 
4)Poy Poy/Golden Eye 007 4)Altered Beast (Genesis) 4) Resident Evil 2 

> 5)Parasite Eve/ Bushido Blade 2 5) Osaecr (Ultra-obscure Data East Mech game) 5) Twisted Metal 

< WHATEVER WHATEVER WHATEVER 

ie cy, “Top 5 Pet Peeves of Working in a “Top 5 Things in Existance” “top 5 Micronuats 

ea Video Game Store” 1. God 1) Galactic Defender 

—_ dae: 1) Customers who think they are right even 2. Baby 2) Acroyear 

7. > though you know they are wrong. 3. Girlfriend 3)Repto 

ie St 2) Customers who think they are right, 4. Games 4)Ultronic Scooter 

aa sone even though you tell them they are 5. Macross 5) Baron Karza 

| — wrong,ypu prove them wrong, and the 
mad ) customers around them know they are THEFONZ BAMBAM 
a aaa wrong. TOP 5 GAMES TOP 5 GAMES 
= 3)People who refer to Systems as “Games” 5)Street Fighter II] 2nd Impact 5) Bushido Blade 2 

< and Games as “tapes.” 4)Thunder Force V 4)Dead or Alive 

WN) wh 4)Customers who will walk in, see price 3) Quiz Nanairo Dreams 3)Bust-A-Move:RaD 
tags on games,rummage through the used 2)King of Fighters 97 2)Tenchu 

ae as game bin, and then ask you if you sell 1) Princess Crown 1) Tekken 3 

a, Cc games. 

— = 5)The phrase “What Playstation Games do WHATEVER WHATEVER 
you have?” asked over the phone. “Top SGame Game Music CD’s” “Top 5 Movie Stand ups” 

5)Tempest 2000 5) “The Mighty Joe” - It’s just so darn BIG!!! 


4) “The Truman Show” - collage of the movie 
scenes form. Jim Carrey’s face 

3) “Species 2” -Transforming hologram 

2) “Armageddon” - with its lit countdown clock 
1) “Godzilla” - With the actual rainfall and 
thunder lights 


4)Dracula Battle Perfect Selection 
3)Final Fantasy Tactics 

2)Street Fighter I1[ 2nd Impact 
1)Final Fantasy Symphonic Suite 


JOIN THE RAV 


THREE DIFFERENT SUBSCRIPTION PLANS! 
FREE GALLERY HANG UP OF THAT MONTH'S 
COVER ARTWORK! 

| TRUTH AND HONESTY LIKE NO OTHER 
FANZINE CAN PROVIDE! 


TELL YOUR NEIGHBORS. 
TELL YOUR FRIENDS 

DON’T TELL YOUR OPPONENT. 
JOIN THE RAVE. 


Phy Staticn 


| MONOPOLY 
| Start with $4,500 


Start the game as usual but select 


three players on controller 1. On your 
f turn, make deals with each of your 
fake players for their money. When it's 


your other players’ turns (the ones 
with no money) go to "Bankrupt" and 
then play the computer as usual. You 
now have $4,500. 


NEED FOR SPEED Ill 


Burnout 

To do an awsome burnout, put your 
car in nuetral and put one of the 
brakes on and then floor the gas with 
the brake still aplied and shift into Ist 
gear with the brake and gas still on. 


Cheat Codes 
To enter these codes, go to the user 

name screen in the options menu, then 

enter the desired code: 

meityz "Empire City" bonus track. 

Gldfsh "Scorpio-7" hidden track, 

race in an underwater 
colony. 

Mnbeam "SpaceRace" hidden track, 

race on a space station. 

Xentry "“AutoCross" hidden track, 
race in a canyon. 

"Caverns" hidden track, race 
in a cave with lots of 
obstacles. 

Playtm "The Room” hidden track, 

race on a toy track ina 
child's room. 


Xcav8 


ljagx Jaguar XJR-15 

amgmre Mercedes Benz CLK GTR 

rocket El Nino car. 

Seeall More camera views (look in 
Options/Views) 

spoilt All cars including El Nino, 
and all tracks 
except the hidden ones. 

Shortcuts 

Atlantica: 


After the road splits into two side by 
side at different elevations for the 
second time, the shortcut is on the 
right, a little before you take the 
regular right. 


Country Woods: 

After the second left after coming out 
of the first tunnel, the shortcut will be 
to the right and through the woods. 


Aquatica: 
After coming out of the second tunnel 
ihe track goes uphill, the shortcut is 


@ on the uphill and to the right of the 
m@ tower with the red blinking light. 


Empire City: 

The first shortcut is almost immediately 
after you start the race. The shortcut is on 
the left, right before you see the crane, 
there is also a street light almost inside the 
shortcut. 


The second shortcut is just past the first 
left after the crane. You will see boxes on 
the right, inbetween the boxes are small 
blinking barracades. Run them over and 
you are in the shortcut. 


The third shortcut is after you pass through 
the lighted tunnel and the row of pillas (the 
pillas will be the second long row of pillas 
you have come across). Right after you 
pass all of the pillas go into the lighted 
area to the right. Stay in this area until the 
lights end. Right when the lights end there 
is a miscolored part of the wall with flyers 
on it. Run through the wall and you are 


PITFALL 3D: Beyond the Jungle 
Big Head 


It seems Bruce Campbel's career went to 
his head. To see for yourself, enter the 
password BIGHEADHARRY. 


Bonus Game 
To play the original Pitfall, enter the 
password CRANESBABY. 


Credits 
To view the end credits, enter the password 
CREDITS. 


Extra Lives 

For extra lives, complete the demo version 
of Pitfall 3-D, then enter the password 
GIVEMELIFE when playing the full 
version. 


Flat Harry 
For a 2D Harry, enter the password 
2DHARRY. 


Floating Harry 
To float all the time, enter the password 
ZEROGHARRY. 


Mystery Head 

When playing the original Pitfall (see 
BONUS GAME) hold down L1, L2, R1 
and R2 at the same time and the 
character's head will be changed into the 
head of a staff member or something. 


Passwords 

As you can see, most of the serects 
accessed in the game can be acquired 
through a straight forward password 
phrase. Below are untested phrases that 
have been found within in the game’s 
programming. 


For now, have fun determing the results of 
each listing, most are self-explanatory. 
CRANESBABY is the password for the 
original Pitfall. Please email us with your 
comments. 


Pitfall 3D Passwords 
GIVEMELIFE 
PLAYMOVIES 
PITFALLCOMIC 
CAKEWALK 
METROPOLIS 
DEEPDARK 
EMPLEME 
HOTROCKS 
GOINGDOWN 
WOWTHATSHOT 
JAILBREAK 
THUNDERDOMES 
MAGICGARDEN 
SPOOKYMESAS 
GEEHEISBIG 
BIGWORMGUY 
BESTFORLAST 
VIGILANTE 
STEVECRANEME 
MAKEMEMIRAI1 
DISCOLIGHTS1 


POWERBOAT RACING 

Big Engines 

For extra large engines, select challenge 
mode and enter your name as LARGE. 


Faster Boats 

For faster boats, select challenge mode and 
enter your name as ZOOOOOM or 
SPEEEED. 


Huge Heads 

When entering your name enter the name as 
DEFORM. This code gives you a huge 
head. 


SAN FRANCISCO RUSH 


Drive the UFO 

To get the UFO go to the Car Select Screen 
and hold R1+R2+L1+L2, keep holding 
these buttons at the transmission screen 
then press X. As soon as you're done with 
that, press and hold TRIANGLE until the 
race and then you should have the UFO. 


Secret Cars 

After selecting your vehicle, hold L1+L2 
until the race begins for a miniature truck. 
For a european vehicle, hold R1+R2 until 
the game begins. 

For more cars, beat the game in one-player 
Grand Prix mode. Start a new game in any | 
mode and press CIRCLE to reveal the 
bonus cars. 


1080 SNOWBOARDING Sufy Up-Left+B 


Stalefish Down-Left+B CRYSTAL PEAK - Right after coming out of the 
Duss Suswhoasdeers Mute Grab Up-Right+B tunnel, you will turn nght. You will then see two 
(To play the three hidden snowboarders Tail Grab Down+B different pathes. Hit the nght one. Be sure that 
you have to follow this procedure: Tweak Right+B after coming out of the tunnel you make the right 
Method _ Left+B turn pretty sharp, or you may not be able to turn 
1) To get the crystal snowboarder you have Nose Grab UptB in time to hit the nght path. The right path is 
to finish match race in expert level. After Shifty Left+B much shorter and you will bypass some tough 
you've done this, go to the player selection obstacles. 
screen and choose Akari Hayami. Confirm Metal Boarder 
your choice by holding C-Left and pressing Win the expert mode with the Crystal boarder. DEADLY FALLS - At the start go straight you'll 
A. Now on the character selection screen notice little mounds to the left and a fork the 
highlight Kensuke. Press C-Up,and then A computer goes right when the mountain pertrudes 
2) To get the golden snowboarder you (you should be on the sceen that shows on go left you'll see a mound ramping up hit it, it 
character technique, speed, balance, power will thin out to a peak ride to the point and you'll 


have to finish match race in expert level 
using the crystal snowboarder you got in 
1). After you've done this, go to the player 


and jump.) If you've done it correctly you will fly up on to the mountain then theres another little 
see Kensuke's picture replaced with the Metal mound on that go left around it and cut back 


selection screen and select Kensuke boarder at the track selection screen. You'll sharply then aim forward you should go on to an 
Kimachi and confirm your choice by need to use the crystal boarder to get the gold _ ice bridge(a bit tricky to find)then follow it until 
holding the top C button and pushing A. ®> but it's worth it. your back on the main hill when you get back . 
| down you should see a mound in front of you with 
3) Finally, to get the Panda snowboarder Panda Boarder Tricks a hole in it but don't take it just turn straight down 
(which can do all the additional moves like NOTE: ONLY THE PANDA BOARDER and go your usual way through the outcrops of 
CAN DO THESE TRICKS. trees. 


one-foot and flips) you have to satisfy the 
following conditions : 


1) BACK FLIP = When in the air, press R and DRAGON COVE - If you're a little behind near 


a) Finish match race in expert level. down on the analog stick. Panda will now the end and are willing to take a risk, drive 

b) Get first on all the courses in the trick perform a back flip in the air, worth 100 straight through the little shack and ride the thin 
attack mode points. You can also perform this move close cable to a small lead, but be careful; if you land 
c) Get the 3 first places in the contest to the ground. poorly it will most likely cost you the race. 

a 2) FRONT FLIP = When in the air, press R DRAGON FOREST - On the dragon forest track, 
After you've done this, go to the player and up on the analog stick. Panda will now once you have gone over the first bridge, stick to 
selection screen, select Rob Haywood and perform a front flip in the air, worth 100 the left. Soon you will encounter a fork in the 
confirm your choice by holding the right C points. You can also perform this move close _ trail, go left once more and in front of you there 
button and pushing A. to the ground. will be a gaping hole in wall across a small gap. 


Jump with the A button to span the chasm and 
3) ONE FOOT = When in the air, press R and you will land in this secret pathway. The path is 
down on the analog stick. Your Panda will basically a straight, fast detour that will spit you 
now do a one-foot trick in the air, worth 400 —_— out around the second bridge with infinitesimally 


Change Title Camera 
At the title screen press C-Up. You can 
now move the camera around. . 


points. quicker results compared to any other route. 
Deadly Fall Course 
In Match race, beat the six courses on 4) PANDA TWEAK = When in the air, press ©GOLDEN FOREST - When you reach the fork 
expert mode. This will unlock the Deadly R and move the analog stick in a counter- with trees and powder in the middle, go in the 
atl pena. clockwise circle, then press R and left (reverse powder. After a while you will see a large log 
these controls to do a Panda Tweak in the going in the air. Ride up it to get to a further part 
opposite direction). This trick earns you 300 _ of the track. . 


Dragon Cave Course 
In Match race, beat the five courses on 
| hard mode. This will unlock the Dragon 


Cave course. 


points. 

MOUNTAIN VILLAGE - Inside the cave may 
5) PANDA ROLL = To do a roll, jump in the —_ seem like a maze, but stick to the nght side and 
air. Before you hit the snow do the front flip or you will find your way through much easier. 
the back flip. You can do this from any height 
and land any trick but you must do it correctly. Spin Tricks 

In the tricks below, pressing A is optional; it just 
Quick Boost makes you jump. "Around" means to make a 
If you fail on the quick start then quickly press counter-clockwise circle with the analog stick — 
up on the control stick a couple of times. This _ starting in the up position. 
also works if you hit a wall or fall off a pump. 


Easy Landings 

Here's a trick that will help you nail every 
landing. In the air, line your board up with 
the groung, maybe leaning back a little bit 
and right before you hit the ground, press 
Z. If you did it right your legs will come up 
right before you hit the ground and you'll 


have a MUCH smoother landing. 180° air A+R+left (analog) 


Quick Start 360° air A+R+around 

Normally when starting a race in 1080°, you = 540° air ~=A+R+aroundHeft 
Fast Recovery From Wreck will start out slow. During the countdown 720° air A+R+around+R+around+B 
After you crash, tap UP for a slight speed right before you start (3-2-1), wait untilthe 1 900° air A+R-+around+R-+around+BtRHeft+Z 
hewn disappears and press Up on the Control Stick. 1080° air 


This will cause you to lunge forward and give A+R-+around+R+around+B+R+around+B+Z 
Grab Tricks you a much faster start. It may take a bit of 


Do these moves when you are in air. Note, practice though to get your timing perfect. 


the longer you hold it, the more points you ; 
Shortcuts and Tricks 


“ CRYSTAL LAKE - Right after the big jump, 
NAME MOVE you will see a house with a ramp beside it 
Indy Right+B straight ahead. Go off the course and hit the 
Indy Nose Bone Down-Right+B ramp, and you will find a shorter route than 


Melancholy B the normal one. 


GAME QUOTE OF THE MONTH 


“Hey, beautiful woman? 
| Suicide Mission? I’m in. 


Harry 
Pitfall: Beyond the Jungle 


SUBSCRIPTION ORDER FORM wii vetone 


Plan 1) 3 Months (1/4 year) for just $3.60. You save $0.90 off the cover price! 3 Great Plans 
Plan 2) 6 Months (1/2 year) for just $7.20 You save $1.80 off the cover price! T, 

| o Choose From! 
Plan 3) 12 Months (Full year) for $14.40 You save $3.60 off the cover price! 


| | 
| | 
| | 
| | 
| | 
TELL YOUR FRIENDS. 
| Please make your Cheek or Money Order (No cash, please) TELL YOUR NEIGHBORS. ee | 
| to Jason Dvorak (GAME RAVE) with the form filled out. DON’T TELL YOUR OPPONENT. | 
JOIN THE RAVE 
| Fill out the following information: (PLEASE PRINT CLEARLY)** | 
| Name: Last Xerox or (gasp!) cut this form out | | 
| First and mail it with your payment to : | 
Address: — 
| Apt: # Game Rave Subscription l 
| City: State: | 
| Zip Code | 
| Payment Type: [] Money Order [ ] Check | 
| PlanNumber:1 2 3 | 
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SUBSCRIBERS PLEASE NOTIFY US VIA E-MAIL OR MAIL OF AN ADDRESS CHANGE AS SOON AS POSSIBLE IF YOU ARE MOVING 


